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In [1] , Human-Computer Interaction is defined as "a discipline concerned with the design, evaluation, and implementation of interactive computing systems for human use and with the study of major phenomena surrounding them". On the other hand, [2] defines the Social Web as "a set of relationships that link together people over the Web ... The Social Web is not just about relationships, but about the applications and innovations that can be built on top of these relationships".
As the two definitions quoted above suggest, the two disciplines can work well together. In fact, an HCI application could be developed in the Social Web scenario, in order to study and improve relationships among people. Moreover, Turekten and Olfman highlighted that the 'any time, any place' nature of HCI has not been widely explored in the Web 2.0 research area [3] .
This special issue includes four papers that explore (and try to cover) this gap between HCI and the Social Web.
In the first paper, Golbeck and Mauriello [4] study the perception that the users had on the personal data they disclosed while using Facebook apps. The study shows that users are very concerned about data privacy, but they are not aware of the personal data an application can access. After gathering more information on the data an app can access, the concerns about the privacy issues are increased. However, even after getting explicit information, some of the participants of the study still could not understand which types of data an app could access.
In the second paper, Massa and Spano [5] propose FaceMashup, a tool that allows users to create procedures to inspect and control their data. The different data types in the Facebook Graph API (e.g., user profiles, photos, etc.) are represented through widgets that contain user interface elements. A user can drag and connect these widgets to retrieve, combine, and filter data coming from the Facebook graph. Moreover, she can perform actions on the selected entries through a set of action widgets.
In the third paper, Golbeck and Neustaedter [6] explore the environmental factors that lead people to participate in outdoor leisure activities. In particular, they focus on Geocache, a social web-based treasure hunt game, in which players hide physical containers for other players to find using GPS coordinates posted online. A preliminary analysis on data collected from OpenCaching.com in the US and Canada showed that geocaches were more often found in areas that were wealthier, better educated, younger, and more urban, and had higher population density and better weather. A survey conducted on twenty geocachers showed that those who cache think carefully about where they do their activities, in order to minimize the risks, while cache seekers think less about these concerns.
In the last paper, Ibba and Pani [7] propose a novel metadata taxonomy, built through the analysis and the integration of existing metadata schemas associated with digital libraries and through the interpretation and the combining of Instagram metadata and Instagram hashtags.
